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The real carnage is just 
to start. Because Primal Rage for 
PlayStation is hotter, faster and $ more brutal 
than anything you've seen. 

Just like the original, you'll be 
lunching on fresh dino-meat with 
all the lords of New Urth... Chaos, 
Blizzard and Diablo, just to 
пате a few. You've got the 

В usual full plate of special moves 
like Farts of Fury, Cranium 


Crushers and Power NE Pukes. And of course it 
still has all the killer combos, flesh-ripping 


But what puts this Rage over the top is all the 
new stuff we put in. Bigger graphics, faster 
reactions and smoother stop-motion animations. 
In fact, new Primal Rage for PlayStation has so 

much raw 32-bit power, so much screen- 
burning speed and so many blood-soaked, 


t-munching kills, there's only o + 4M 
thing T as Y New for Play Station 


©1995 Atari Games Corporation. Primal Rage" is licensed to Time Warner Interactive. The PlayStation logo and PlayStation are trademarks of Sony Computer Entertainment Inc. All rights reserved. 


р оаа атту чертае адаы ад Аа ーー 


ри причинил ае пуа 


| NOTES-FROM-THE-IEUTHNGR)H EDGE- 


cma 


Dear X-Mail Editor, 


The premiere issue of Dimension PS-X really 
Kicked a lot of butt! All of the sections including 
X-Pecting and X-Rated were done brilliantly. 
What first got my attention was the layout of 
these sections. I mean, finally someone in the 
game magazine industry got smart and started 
using clear, beautiful pictures to show off their 
games. Thanx a lot!!! I love the approach of the 
X-Rated reviews. First, you review the game, 
give a percentage rating, and then, give the 
“bottom line”. Oh, and let’s not forget the Gold, 
Silver, Bronze, & Tin X’s either. Keep up the 
GREAT work. So now I have a couple of ques- 
tions for you. For X-mas, I decided to ask my 
parents for a PlayStation and they really didn't 
listen. So, I went to “Big Red” himself and got 
down on both knees, begging and pleading for a 
PlayStation. I even told him I would stop spit- 
ting out the car window down the highway. No, 
really, I think my parents got me one. So I am. 
anxiously awaiting X-mas. I couldn’t hold it 
anymore, so I went down to my local Toys-R-Us 
and played it oh, about an hour or two. It had 
the Sony “Pick Hits” demo CD loaded. The 
graphics and sound were really superb!!! A cou- 
ple of weeks afterwards, I went back to play it 
again. This time the graphics slowed down a lot 
and even stopped most of the times during the 
cinematic scenes (like Philosoma, Air Combat, 
etc.) and the sound did the same. It was like the 
CD was being played on a backroad and was 
really skipping badly. I mean it was really 
messed up and didn’t play like before. What’s 
the deal? Should this be a concern with my 
future (hopefully) PlayStation? And the other 
question. Is the access times on fighting games 
really going to be long? I know it was men- 
tioned in other mags. Again, keep up the great 
work!!! Long live the PlayStation!!! Long live the 
crew and magazine of Dimension PS-X!!I 


A PlayStation Fan, 
David Faught 
Walnut Grove, MO 


Dear David, 


Your guess about the CD skipping is probably 
correct. A PlayStation CD is just like any other 
CD. If it gets scratched and dirty, it will skip 
and you'll notice the things you described. As 
long as you take good care of your CD’s, you 
don't have anything to worry about; they'll last 
indefinitely. As far as long access times go, 
fighting games won't take any longer to load 
than any other style of game on CD. Have fun, 
keep writing and we hope your Christmas wish 
came truel 


Dear Dimension PSX, 


Thanks for starting my subscription with issue 


фратар 
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#2 per my request. I currently subscribe to 
eight other video game magazines, but yours is 
#1! The large clear screenshots, layout, color, 
paper quality, etc., plus the fact it is all for the 
PlayStation is going to keep me reading and 
subscribing for years to come. Another huge 
plus is the heavy envelopes your mag is mailed 
in; please do continue this as your magazine is 
too important to receive in the usual poor U.S. 
Postal condition. To sum up my admiration for 
your publication: “EVERY PLAYSTATION 


OWNER NEEDS DIMENSION PS-X" 
Sincerely, 
Don Berhent 
Willowick, OH 
Dear Don, 


It is our intention to keep sending the magazine 
in an envelope. We feel that the extra cost is 
well worth the customer satisfaction we get in 
return. 


Dear Editor, 


I'm writing in regard to your review in issue 8 
of your PS-X magazine for the Playstation game 
NFL Gameday. I could not believe that you gave 
this game a 98% rating. While NFL Gameday 
looks and sounds great, it’s very lacking in sev- 
eral areas that, in my opinion, drastically 
reduce its value and in the end make this game 
a disappointment. The major area in which NFL 
Gameday is lacking is its statistics compiler. 
While the stats-on-the-fly available during game- 
play are great (about all I would like to see 
improved there is a COMPLETE listing of rush- 
ers and receivers, not just the top five—albeit, 
this is VERY minor), the stats available on the 
league as a whole between games are pathetic. 
The leaderboards available are FAR too limited, 
both in available categories and the scope of 
those that are available. You can’t break down 
individual positions—i.e. “rushing leaders” gives 
you yardage only, without the ability to break 
rushers down by number of carries, yards per 
carry, or touchdowns. I've played several sea- 
sons with the Redskins, and have used FB Mark 
Logan as a short-yardage workhorse—he scores 
two or three TDs a game, but it’s impossible for 
me to know if he’s leading the league in touch- 
downs because he’s nowhere near the top 20 
yardage gainers. Also, the leaderboards should 
rank everybody in the league, not just the top 
20. I know for a fact that my quarterback, 
Heath Shuler, is ranked last in the NFL, but it'd 
be humbling to actually prove it by seeing him 
in the ol’ #30 spot on the passer rating chart— 
which, of course, doesn’t even exist in this 
game. Another major flaw in this game is the 
lack of team stats screens. There’s no way to 
“scout” your next opponent by checking out 
what their players have done on the field unless 


they’ve managed to slot their players in the 
leaderboards. Now for gameplay. Your review 
raves about the computer A.I. and how great it 
is compared to other computer and platform 
games. This is just wrong. For example: I’ve 
gone three straight years with records of 15-1, 
15-1, and 16-0 using an offense that’s about 90- 
10 balanced towards the run. My entire offense 
is Reggie Brooks toss left, Terry Allen sweep 
right, Mark Logan fullback trap up the middle. 
Tve averaged about 350 yards rushing per 
game. The computer never adjusts to stack 
against the run in what it might perceive to be 
а “passing” situation, even though it's the 
fourth quarter and I’ve only thrown three pass- 
es all game. Even on downs like rd and five, 
the computer will line up in a nickel prevent, 
which halfback tosses will eat up for about ten 
yards a pop. The computer’s offense is no better. 
In my three seasons, the computer absolutely 
refuses to run the ball more than eight or ten 
times a game. For the most part, my run 
defense has been excellent 一 T've held opponents 
to about 25 yards a game, but that’s due to a 
lack of attempts on the computer’s part. The 
computer will initially try to run, but after I 
stuff it for losses or 1-3 yard gains, it will com- 
pletely abandon the run except for very rare 
carries on first or second down. For example, I 
recently played a game against the Cardinals (I 
play with 10-minute quarters), and Dave Kreig 
threw *48* times IN THE FIRST HALF. 

While NFL Gameday is an entertaining game, I 
feel that your rating of 98 on a 100-point scale 
is way off base. In several areas that I feel are 
vital for a successful computer or platform foot- MET 
ball game, this game gets killed by something as № 
pathetic as Tecmo Super Bowl. 


Sincerely, MI 
Andy Bartlett 
via the Internet 


Dear Andy, 


It’s funny. It seems there is a VERY vocal 
minority who have a problem with NFL 
GameDay. There is no doubt in my mind that 
GameDay is the best football game ever . 
not even close. The problems you have и I 
about and the ease with which you have been 
beating the computer signal one thing to me . 
you have been playing on “Rookie” difficulty. 
Am I right? As far as the statistical compiling is 
concerned, you are right. Games like the Tecmo 
series have had far more detailed statistical 
tracking but there is a reason for that and it is 
not the fault of GameDay’s designers. The mem- 
ory card that you purchased for your PS has 
VERY limited storage capacity. If the game 
designers were to try and track every player on 
every team, you could end up using an entire 
memory card ... or more! Adding twenty bucks 
to the purchase price of the game was probably | 


not in Sony’s best interests. This is not to say 
that the problem isn’t solvable ... just that it 
will take a while. While we're on the subject of 
ratings ... let’s compare. Another magazine 
гесепщу gave World Series Baseball for the 
Saturn a 97% and it is not half the game that 
GameDay is. There are so many holes in WSB 
that I can’t play it any more ... polygon 
breakup, bad baseball logic ... the works. 
Madden Football for 3D0 received rave reviews 
from every consumer publication and the game 
did nob feature season play, no NFLPA license, 
no statistical tracking and a computer opponent 
that I was laughing at within five minutes of 
first playing the game. Still, the game received 
scores in Ше 90's from all of the press. 

In closing, I understand your frustrations with 
the game ... every game has quirks and prob- 
Jems. But, what we are grading is the quality of 
the experience, its authenticity and just how 
much fun it is to play. Sure, I would have liked 
to see first down markers, more statistics, play- 
ers numbers on the jerseys, 8 play-by-play 
announcer, etc. But, until there is something 
better out there (and I’ve seen and played 
Madden over the last three months), and I don’t 
know when that will be (probably at the end of 
‘96), NFL GameDay is the game to beat and, we 
believe, deserving of the score. 


Dear Dimension PS-X, 


The first issue of your magazine was quite help- 
ful. The PlayStation looks to be the top dog con- 
cerning home game systems. With the exception 
of a loose lens in my first PlayStation, every- 
thing is now up and running great. I hope Sony 
has gotten a handle on this problem. I am inter- 
ested in sports games more than anything else. 
I hope you get into some in-depth coverage on 
all of the sports titles that will be hitting the 
Stores. NFL Game Day looks to be promising. I 
hope my local Blockbuster video store will carry 
it. I prefer to rent before I put up the $50 or 
$60 it would be to buy a game outright. I have 
a question I hope you can answer for me. With 
all the violently graphic games out like Mortal 
Kombat and the like, why have hockey game 
designers decided to take out the fights out of 
their hockey games? Fights in real hockey 
games have an adverse effect on the momentum 
of the game. So why take fights out of video 
games? When game players see all the blood in 
МК, how can a quick fight in a hockey game be 
considered violent? With all the emphasis on 
realism in today’s video games, why have they 
programmed this portion of realism out of hock- 
ey games? I wonder if the programmers over at 
EA Sports could give some insight as to why? 
Thanks for your time and I wish you well with 
Dimension PS-X. 


Deron Readnower, 
Seven Mile, ОН 
Dear Deron, 


Often times a company will take out anything in 
а game that may get them a Mature rating 
from the E.S.R.B. They fear that a Mature rat- 
ing will result in the loss of sales to the family 
types. With Mortal Kombat, the Mature rating 
was the whole selling point; A hockey game 
simply won’t sell on gore alone, so it’s basically 
all or nothing. 


Dear David, 


I just purchased my first issue. I think you and 
your staff have done a good job. I got this maga- 


zine because I was planning to get a PSX. I love 
all the previews and ratings. This magazine 
helps me to decide if I should buy a certain 
game. 

І have a few ideas to improve your magazine. 
First, you should have a section on tips and 
strategies. You should also have a strategy 
guide on the game of the month. I think you 
should have a yearly magazine that contains 
the top 50 games of the year and a strategy 
guide for the top 3 games. I think your maga- 
zine should be much thicker. 


Your Customer, 
doe Kim 
Baltimore, MD 


Dear Dimension PS-X: 


I don't want to sound like I’m trying to com- 
pletely change the way your entire magazine is 
published, but I would like to make you aware 
of some of what I think are big flaws in it. First 
of all, I would like to make it clear that you 
guys are truly off to a great start. The things 
that I feel need to be improved are the follow- 
ing: 


— Introductions to each new section of the mag- 
azine. In other words, separate each section 
more clearly. I found myself jumping from 
one section to the next with just one turn of 
the page and no warning. 

— Your ratings. Percentages are fine with me, 
but I would like to see how it got such a picky 
rating. In other words, if you are going to 
stay with ratings that are on such a large 
scale, why not break it down into smaller rat- 
ings on graphics, sound, control, and whatev- 
er else you want, and calculate the 
percentage with those numbers? It would be 
even more clear to the reader how you came 
up with the percentage, rather than just 
reading the editorial. 

— Get some coverage on some game you 
haven't even shown pictures of ... QUICKLY! 
This includes games like Doom and NBA 
Jam:T.E. These are two VERY popular games 
that are already out on the PlayStation and 
MUST be reviewed before it’s too late and 
they start getting old. 

— Maybe show pictures of yourselves along 
with some info about what you guys like to 
do besides play games and write about them, 
and also what games you each like as 
favorites. It would be a great way for us to 
get to know you better. 


I think your magazine has much potential, espe- 
cially with such talented editors and the revolu- 
tionary system you guys get to have a magazine 
about. The PlayStation market is growing and 
growing, so now let's watch Dimension PS-OX do 
the same! THANK YOU FOR YOUR TIME! 


Sincerely, 
Brian Calitri 
Webster, N.Y. 


Dear Editor, 


Hi, my name is Bryan Eubanks and I am thir- 
teen years old. I recently purchased a Sony 
PlayStation. I purchased one of your magazines 
and I really enjoyed the hints in the Impact sec- 
tion and the ratings on the PlayStation games. 
Could you please put codes in your PS-X maga- 
zine. If you can not put codes in your magazine, 
can you consider lowering the subscription cost 


to 18 issues for $25.00 or 6 issues for $15.00? 
Could you please write back and tell me if you 
can lower the price or put codes in the maga- 
zine? Thanks for your time. 


Your reader, 
Bryan Eubanks 
Hampton, VA 


Dear Mr. Winding, 


Your Magazine is so anticipated that it’s unreal! 
Only games for PlayStation, the most awesome 
mass market home gaming computer console 
ever! I like the fact that you give all games 
equal chance. Right now, the only things that 
plague your mag are the lack of two things: 
variety in your layouts, although the straight- 
laced look is appealing, but artwork would be 
appreciated, and the mashed letterbox pix’s. If 
you improve these, your mag will be close to 
perfection, in my eyes anyway. I wouldn’t mind 
a tricks/strategy section with cheats and hints 
and maps to make it thru those tough parts ... 
Anyways, just keep pumpin’ out your reviews 
month after month, and I shall have a nice 
addition to my collection of PlayStation ‘stuff’ 
(or something. I’m too excited to write my 
thoughts!) One more request! 

BRING BACK IMPACT! 


A PSX fan 4 Ше, 
‘Dis’ Landry 


Thanks for the suggestions, we listen to every- 
thing our readers tell us and work to improve 
or change the things that we get the most feed- 
back on. As for the Impact section that 
appeared in issue #1, that was not something 
that we put together here at the Dimension 
Publishing offices and the production process 
involved in doing the section just didn’t mesh 
well with how we do things, so we dropped it in 
favor of our own ‘XePort’ section. As we grow, 
we'll do our best to make sure you get just as 
much information, on foreign games, as we give 
on American releases. Oh, and by the way, we 
think our magazine should be thicker tool 


Dear Dimension PSeX, 


My name is Louis Nguyen. I just bought my first 
issue of Dimension PS*X and also am a new 
subscriber to the magazine. I noticed the maga- 
zine is missing some parts: the trick & strategy 
ве PlayStation Questions & Answers. Thank you, 
very much. 

Also, I have a question, can you answer it for 
me please? I just purchased a shooter game 
called Raiden Project, it’s excellent. I’m wonder- 
ing if these titles are coming to the PlayStation? 
Aero Fighter 1 or 2. (Shooters for the Neo Geo.) 


Dear Louis, 


So far, we haven’t heard a single word about 
Aero Fighter coming out on the PlayStation. As 
far as the missing sections go, we added them 
Just as soon as we got your letter! How’s that 
for service?! 


Address all mail to: 
X-Mail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
email: d3@quake.net 


Vancouver, BC: The good folks at HA 
Sports recently welcomed PS- 
Extreme’s Editor-in-Chief, Dave 
Winding, to their Canadian opera- 
tion to get a look at new ЕА Canada 
produced product and to get a 
glimpse of what 1996 will have in- 
store for PlayStation owners. 

The Canadian operation has it roots 
in Distinctive Software, the original 
creators of the Test Drive series, 
among others, and this branch of 
ЕА is among the most prolific soft- 
ware publishers in the world. Check 
out these titles: NHL Hockey, PGA 
Tour, NBA Live, Coach K, Triple Play, 


Need for Speed and FIFA ... product 
lines that are consistently at the top 
of the sales charts and among the 
most critically acclaimed titles in 
the gaming world. And 1996 looks 
to be even better for PlayStation 
owners. In addition to FIFA 96 and 


EA CANADA ... RIGHT ON! 


PGA Tour 96, which have already 
Shipped, EA Canada will be pro- 
ducing PlayStation versions of Need 
for Speed, NHL 96 (yes, it is coming 
out early next year), Triple Play 96 
Cwatch out for this baseball game ... 
it looks hot!) and NBA Live by the 
middle of ‘96. This Canadian team 
is also responsible for EA Sports' 


“Virtual Stadium” technology, which 
is the cornerstone of all of their PC 
and next generation console devel- 
opment. The Virtual Stadium tech- 
nology attempts to bring the player 
into the game like never before, with 
a true, real-time, three-dimensional 
world that gives the player the sense 
of being on the field of play and of 
having a true broadcast-quality gam- 
ing experience. 

To further try to depict the realism 
of sport, EA Canada has also estab- 
lished a motion-capture facility just 
outside of Vancouver. What Virtual 
Stadium does for the play environ- 


ment, motion-capture does for char- 
acter animation. The motion-capture 
process takes basic human move- 
ment and translates it into data that 
the computer can understand. The 
artists and programmers then take 
this data and apply texture maps 
for the human form, uniforms, etc. 
— thus providing for the best, most 
accurate animation possible in 
today’s technology. These technolo- 
gies will become the standard for 
use in all PlayStation product in 
1996-97. FIFA 96 was the tip of the 
iceberg. 

These titles have already been met 
with rave reviews from the PC enter- 
tainment press; sales of NHL 96 and 
Need for Speed on PC/CD-ROM have 
exceeded HA’s forecasts on both 
products. In addition, look for a new 
PGA title and a game based on the 
popular computer animation series, 
Reboot, by the end of 1996. In clos- 
ing, it must also be said that a good 
time was had by all who made the 
trek up to Vancouver ... local 
nightspots were visited, voices were 
lost and, in one particularly invigo- 
rating early morning display of bas- 
ketball prowess, the 3’s came raining 
down on the head of one Mr. Chris 
Thompson, HA Canada marketing 
schmoe. Look for more information 
on EA Canada product in the pages 
of PSExtreme as it becomes avail- 
able ... eh? 


ACCOLADE ROARS INTO 
THE NEXT GENERATION 


Recently, we were invited by 
Accolade to take a world exclusive 
look at some of their first offer- 
ings for the Sony PlayStation. Well 
known for their 16bit and PC 
titles, this is Accolade’s first foray 
into the 32bit console arena and 
it’s clear they are taking a firm 
and aggressive approach towards 
the next generation by utilizing 
their creative in-house develop- 
ment teams, as well as outside 
developer’s resources. By year- 
end of ‘96, they plan to have a 
healthy library of PlayStation 
games on retail shelves; these 
include: “Bubsy 3D” (working 


title), “Hardball 5” and “PO’ed”, 
the three titles we have displayed 
here and on the following page. 

Bubsy 3D is an ambitious leap 
from the typical action/platform 
game that we are all so used to. 
Imagined, created, programmed 
and developed by Hidetic, а tal- 
ented group of guys and gals locat- 
ed amidst the scenic backdrop of 
Mt. Bachelor, in Bend Oregon, 
Bubsy has gone through some 
major changes (hence, the word 
“5р”). The story has our feline 
hero doing battle once again with 
his old enemies, the Woolies. If 
you'll recall, in Bubsy I, the Woolies 
invaded his home town of Paw- 
tucket, high in the Cat-skill moun- 
tains, searching for wool. Of 
course, the unknowing Woolies 


ES 


chose the wrong Bobcat to mess 
with, and they were sent packing 
back to their home planet of 
Rayon. Time has passed and the 
Woolies are at it again. This time 
they have managed to kidnap 
Bubsy and have brought him back 
to Rayon so he can’t foil their 
plans for another invasion. As 
Bubsy, it’s up to you to find a way 
to escape through the unknown 
lands of their planet and find a 


tons of secret areas and nooks 
and crannies to discover and 
explore. The overall look of the 
game was intentionally designed 
with a distinct cartoonish look and 
feel that invokes memories of the 


way back home. This is all pre- 
sented and played out in a first- 
person, three dimensional 
environment, viewed from behind 
your little furry friend. If there 
were any comparisons to be made, 
you could say that this game is 
similar (albeit slightly) to SCHA’s 
Jumping Flash. But, whereas in 
Jumping Flash you don’t see your 
character on screen until you’ve 
completed the level, Bubsy is 
always “in your face”, adding an 
unbelievable amount of character 
and personality to the game that’s 
not present in Jumping Flash. 


Another notable feature is that 
the “world levels” are HUGE, with 


old Warner Bros. cartoons. The 
thing stressed most to us about 
this game is that, although it looks 
amazingly different than what we 
know and accept as an action/plat- 
form title, it still retains the same 
“feel” and playability, and most 
anybody should be able to pick up 
a controller and immediately be 
able to play it like it’s second 
nature. Bubsy 3D won’t be ready 
to ship until next summer but, 
until then, we will keep you fre- 
quently updated on its progress. 
Next is PO'ed, Any Channel’s first 
person, 3D shooter that is cur- 
rently enjoying remarkable suc- 
cess on the 500. What we have 
here is a game that lets players 


run or fly through a vast futur- 
istic 3D world crammed with 
attacking aliens. Just like Steven 
Segal, you’re the cook who’s the 
only survivor after an alien ves- 


A iE 


Sel attacked your shuttle. Armed 
at first with only a frying pan, 
you must sole-handedly “dish” out 
mass carnage and stop the aliens 
from invading Earth. PO'ed defi- 
nitely takes the Doom mentality 
to the extreme, with unbelievably 
creative and gruesome weapons 
like the industrial-sized power drill 
that splatters the enemy’s blood. 
all over your face and the toasty 
flame thrower that burns ‘em to 
a crisp. The new element that isn’t 
found in any other game of this 
type so far, is the ability to fly 
with a jetpack, adding a vertical 
dimension to the gameplay which 
allows the player to rotate and 


hover, as well as look up and 
down. At this point, we don’t know 
what PO’ed will offer, if anything, 
over and above the 3DO version, 
as it’s not scheduled to ship until 
Spring. We will have more on 
PO’ed in an upcoming issue. 


Lastly, there’s Hardball 5, 
Accolade’s newest installment in 
their ongoing series of quality 
baseball games. If you’re familiar 
with, or have played, the PC ver- 
sion, then you will be very famil- 
Таг with the PlayStation version, 
as it is a direct port. Hardball 5 
offers the player a true simula- 


tion of baseball, encompassing 
every aspect from field strategy 
to bullpen management. Some of 
the features it brings to the play- 
er are: a full 40-man roster capa- 


O Batting = 
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Ratings 


bility, over 800 1995 MLBPA play- 
ers and lineups, 40 real stadiums, 
ten skill levels, a home-run derby, 
minors, free agents, trading, active 
and disabled lists, a bonus fan- 
tasy “Legends” league, 12 all-time 
great teams from history, 12 beau- 
tifully- ЕЕ old- time stadiums 


with old-time player stats and pho- 
tos, Al Michaels play-by-play com- 
mentary, and lastly, stats, stats 
and more stats. Hardball 5 is 
scheduled to ship sometime in the 
first quarter of ‘96 and we will 
have a comprehensive review in 
the next few months. 


PLAYSTATION GETS ITS 
FIRST GUN GAME 


Sony Computer Entertainment of 
Japan has a gun game ready for 
release, by the name of “Horned 
Owl”. Other than the picture of the 
cool-looking gun (get ready for that 
nasty day-glow orange when it’s 
released over here) and some early 


game screens, not much is known 
about this game. What is known, 
is that the game was co-developed 
with Japanese Animation Ltd., the 
animators responsible for the likes 
of much of the Japanese anime 
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that is taking the U.S. market by 
storm, including such titles as 
Akira and Apple-seed Robots. The 
game incorporates action-packed 
shooting, mixed with driving 
sequences. Having not had the 
opportunity to play the game yet, 
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all we can glean from Japan, is 
that the game has a distinct look 
and feel, reminding us of Namco’s 
Steel Gunners. There is no official 
word if this title will be coming out 
in the U.S., but you can rest 
assured that, if and when it does, 
we will be right there with all of 
the current information. 


TOSHINDEN 2 ON ITS WAY 


Takara is hard at work putting the 


finishing touches on Toshinden & 
for both the Sony PlayStation and 
the arcade. As we stated before in 
issue #1, Capcom is currently plan- 
ning to distribute the coin-op ver- 
sion in the U.S. and, most likely, 
SCEA will be publishing the home 
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console version. Some of the 
notable differences you can expect 
from the original Battle Arena 
Toshinden are: two new charac- 
ters (ten in total), as well as two 
hidden bosses, drastically improved 
textures on both the players and 
the backgrounds and new power 


meters that allow you to execute 
super attacks. Although Toshinden 
8 is currently scheduled to be 
released in Japan sometime in 
early ‘96, there is no current date 
set for an American release. You 
can bet that Sony won’t sit on this 
one too long, though, and can prob- 
ably expect to see Toshinden 8 out 
here, officially, sometime in the 
month of March. 
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Each month we'll pick the best code 
sent in by our loyal and intelligent 
readers and send that person a 
brand spankin’ new copy of ASCII’s 
hot new RPG for the PlayStation, 
8 Field. But wait! That's not 
all: if you act now, we'll also 
include ASCII’s super stylish Turbo 
for the PlayStation for 
your controling pleasure, PLUS 
ssues of the best, 
the one monthly dedicated 
PlayStation magazine, Dimen 
, of course! Wow, that’s a lot 
of cool stuff for just a code, what 
are you waiting for? Now, back to 
our regularly scheduled code sec- 
tion... 


Н ) МЕ : Concentrate 
оп qe short passing game and in 
mixing up the running and passing 
plays. We have received letters 
from those of you that have been 
frustrated by your inability to 


move the ball on offense ... you are 
trying to go deep, too much. Try à 
mixture of the following passing 
plays and we oo success. 

1t — Your prima- 
ry receiver is your first target. 
Read the defense as you approach 
the line of scrimmage. If the db’s 
come up to the line in a man, then 
look for your left flanker deep. If 
they sit back in zone or nickel cov- 
erage, take a two to three step drop 
and hit your left flanker (primary) 
as he makes his cut. This play is 
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usually good for 6-25 yards. 

PRO SET: Bomb — This is a great play 
to have as one of your three audibles. 
If you catch the defense coming to the 
line in man coverage, call this as an 
audible. You will want to fire the ball 
just as your receiver (can be either 
one) passes the db. This play is usually 
good for at least 25 yards. Also, if for 
some reason the defense was showing 
man, but drops into zone, there is a 
good chance that your halfback will be 
open in the middle of the zone. Loft 
the ball to him and you will gain a 
good 12-15 yards. 

SINGLE BACK ut — This is an 
excellent call for picking up the first 
down on a third and four or five call. 
Unless the defense is in a tight man, 
you are going to be successful with 
this call. Look for the signs; if the db 
bumps your flanker at the line of 
scrimmage, then he will be off his 
route and the pass will fall incomplete. 
There really is no place to dump the 
ball if the primary is covered. It isa 
quick hit, timing pattern. 

PRO SET: TE Slant — Another great 
call in the short passing game. If the 
defense is showing blitz, you are going 
to want to back out of this one. 
Otherwise, take a five step drop and 
wait for your tight end to clear across 
the middle, then hit him. This play is 
usually good for 5-8 yards. 

iENERAL HINTS: First, read the 
defense. It is the most important job 
that à qb has. Second, mix up your 
play calling. The computer AI will 
adjust if you try to keep calling the 
same play again and again. Third, only 
throw deep in second and short or 
third and short situations. If you need 
a long gain, the defense knows it and 
will react accordingly. Fourth, when 
forced to throw in to tight coverage, 
take control of the receiver, as the ball 
gets to him. Hit the A button as the 
ball arrives. Your receiver will jump 
for the ball and increase your chances 
of catching it. 

SECRET PASSWORDS: You can soup up 
your team’s offensive and defensive 
abilities and customize many aspects 
of your game using these oh-so-handy 


Speed 
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compiled by Toolie 
passwords. Go to the OPTIONS screen 
and hit SELECT twice, to access the 
password screen. Now enter the follow- 
ing: 


SKELETON — Allows the user to play 
with two skeleton teams in the “Bone 
Bowl.” 

MAYHEM — Increases the frequency 
of injuries. 

DEFENSE — This increases the ability 
of the defense. 

JUICE — This makes the “speed burst” 
faster. 

CRUNCH.TIME — This greatly exagger- 
ates the intensity of the hits in the 
game, so you'll see bodies flying 
around when they get struck. 
STICKUM — Increases the ability of 
the backs and тераса to catch the 
football. 

PICK.CITY — This mode more tipped 
passes and interceptions. 
CANNON.ARM — This allows the quar- 
terbacks to throw quicker and farther. 
BIG.BOYS — This increases the size of 
the players. 

OFFENSE — This makes the offense 
more effective. 

URNOTREDE — This is a hidden level. 
This is the most difficult level in the 
game and it affects gameplay in a vari- 
ety of ways. 


PLANET X: Here's how to open the 
way to the eight hidden levels of 
Planet X. First, find à bonus round in 
each world (Cemetery, New Toonland, 
and so on). Second, achieve a perfect 
Score in each round. (You don't have 
to get a perfect score in the fifth bonus 
round; 87 out of 30 barrels will do.) 
When you've beaten all five bonus 
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The challenging game of combat and strategy 
where you lead a team of commandos on a 
full-cut extraterrestrial assault. 
Exclusively designed for use on 
the PlayStation” game console. 
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rounds with perfect scores, you get 
all five pieces to the Planet X 
remote. 

If you get a Planet 
X remote piece and then die before 
you finish the level, you still keep 
the remote piece. 

You have to collect 
all five pieces in one play session. 


There are bonus 
rounds in every stage of Gex 
except Rez Knight Fever. Here’s 
how to find one of them in each 
world. 

j Play 
through the level until you reach 
the camera. Climb up the wall to 
the left (with a few spikes inside 
it). Look for a floating platform to 
the right. Jump onto the platform 
and keep going to the right until 
you reach the bonus portal on the 
last platform. 


Climb up the level until you reach 
the camera with the remote control 
directly above it. Climb up the 
remote pedestal. You should see a 
&reen block to the left. Jump 
across to the block, then run and 
fall to the left —don't jump! Look 
for the arrow of Golden Bugs point- 
ing down at the small ledge with 
the bonus portal. 

( : Walk 
past the first camera and drop 
through the collapsing section of 
the bridge. Swim left through the 
water and keep moving left into the 
wall. You can’t see the bonus por- 
tal, but you can hear it. 

Play 
through the level until you reach 
the third camera. Go to the right 
until you reach some steps with a 
sumo wrestler on the right and a 
flying eyeball on the left. Do a 
super-spring jump off the eyeball 
and bounce up and left to the plat- 
form with the bonus portal. 

Play 
through the level to the second 
camera. Go to the right until you 


need to climb upward. Scurry to the 
top and bounce left across the acid 
bubbles to the ledge with the bonus 
portal. You don’t even need to bounce 
оп the bubbles, if you jump far enough 
to the left 

IN DIN IQUENC Gex has not one, 
but two ending sequences. The first, 
semi-lame ending is shown when you 
beat the game without beating every 
level in Planet X. The second, extreme- 
ly cool ending is shown when you 
defeat all the Planet X levels and then 
defeat Rez. 


I SWORDS: Use these magical sym- 
bol combinations to play any level in 
this outstanding driving/shooting 
game. (Play the last level with each 
car to see all of the ending sequences.) 
Warehouse District Warfare 一 OAHOO 

Freeway Free For All 一 %HHOA 

River Park Rumble: — %AHOI 
Assault On Cyburbia — xOAAA 
Rooftop Battle — плхох 


LOADS OF CODES: This game is stuffed 
full of passwords that let you jump 
into any of the six war zones at vari- 
ous stages of completion, along with a 
bunch of cheat modes that activate all 
sorts of nifty things. From the top: 


Desert Zone 1 一 АЛОХАХХОП 
Desert Zone 8 — ЛОХЛОПОХ 
Desert Zone 3 — ЛОХЛООХ 


Canyon Zone 1 一 ОЛАХООПО 
Canyon Zone 2 — ОПОПХООА 
Canyon Zone 3 — OAXHOOAA 
Canyon Zone 4 一 OHAHAAA ロ 
Canyon Zone 5 一 OOOHAAI 


Airship Zone 1 一 xAxOOADA 
Airship Zone 8 — XOAAOOOX 
Airship Zone $ — ХПЛОХАПО 
Volcanic Zone 1 一 ЦАХХХАОП 
Volcanic Zone 8 — HHXOAOHA 


Gauntlet Zone 1 一 AOAOAXH ロ 
Gauntlet Zone 8 一 ЛОХЛОХАП 
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Gauntlet Zone 5 一 ЛООПАООХ 
Gauntlet Zone 4 — AOOAAXLIA 


Storm Zone 1 一 AXALIOXOO 
Storm Zone 8 — AXXHOHOX 
Storm Zone 3 — AXAAAXOA 
Storm Zone 4 一 AXCIOAXALI 
Storm Zone 5 — АХОЛОПХХ 
Storm Zone 6 — AXALLILIXA 


Infinite Weapons — AAOALIAAX 
Kali Mode (Powerful Missiles and 
Larger Guns) — XOOUXAOA 
Preview Epilogues — OO(SP)OOx0A 
Preview Movies — AX(SP)OOXALI 
Special Upgrades — O(SP)ODAxxO 
Thor Mode (Powerful Bullets and 
Lightning Bombs) 一 - HOHHAXAA 
A-La-Mode (Imvin) — OOO(SP)XAXX 


demonstrate itself, the various pro- 
grammers of WWF WrestleMania 
appear on the screen to dole out game 
tips. There are nine tips altogether. 


TAUNT: Hold Block and rotate the con- 
troller 360 degrees toward your oppo- 
nent twice. After the taunt, you have 
five seconds to land any move and do 
4X damage. 

TURBO: You can activate a turbo mode 
by rotating the controller 360 degrees 
counterclockwise. Your wrestler blinks 
to indicate that you have superhuman 
speed for several seconds. You can 
only use this trick once per match. 


WORDS: 
13) RAMPS --ААХПОХ 
14) HALLS — OXAAAA 

15) COASTER 一 O00000 
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16) MINES 一 AAAOAG 

17) LOOK UP -- ПОПХОА 
18) DEAD ШЕ 
19) FORT — ХОХЛАП 

20) STAIRWAY — ALIALIAA 
21) PARK A LOT 一 EA 
88) ZAM CAM — ^x 
23) SHOWME — ^56 
24) WILD — АОЛАОН 

25) OIL RIG 一 ПООХОХ 

86) RIGHTWAY — C520 
27) WASTE TWO — Fo 
28) DODGE — АПОХОО 

29) AIR 一 ПОХОХА 

50) JUMP — ОПХАОА 

51) ROOM101 — АОХОВХ 
32) FIREPOWER — 11 
55) WAVE — ХОПООП 


At the title 
screen when it says “Press Start 
Button”, press U, L, D, В, U, ^; U, E, 
D, L, U, and ©. Then after you hear 
the explosion, 8o to the character 
Select screen and scroll to the 
right. 


Start a game and pause it 
(press START), select options, and 
enter one of the codes from below. 
You will hear a “click.” Exit the 
options menu, go back to menu 
with Resume Game. Press П. You 
will get a secret options menu. 
Greyed-out choices require another 
code. Use Left/Right on control pad 
to change settings. 


Invisible Walls 一 %%%2 ロ 4 
Curve Ball 一 ADxAx™ 


Super Power — ADAAAAAAAA 

Super Goalie 一 FFPIAAAAA 

Super Offense 一 FLFHLHAX 

Super Defense — AAAAAXA 

Shootout — HAHXHA 

Stupid Team — HAXHAX 

Formal 一 ПАХОЛАХА 

Federation 一 ПСАХОЛАХХ 

Dynamic Duo — AXOAAAD 

Default Color Pallete 一 ПАХОЛАДХ 
Invisible — ПАХОЛАХО 

Oktoberfest — DAXOAAAA 

Some of the codes require you to go 
back to the Main Menu (you must quit 
your game) and select OPTIONS to see 
the new choices found at the bottom. 


P LASS: Highlight “one play- 
er”, Ses press and hold (L2 + R2 +L 
+ START + SELECT + X) to unlock the 
Rapier Glass: 

IIDDEN TRACK “I H 
Highlight «onb player”, meni press and 
hold (L1 + КІ +В + START + П+0О + 
X) to add the FireStar track to your 
track Lst 
FULL TURBO START: Push thrust at 
the very moment the announcer ends 
the word “ONE”, but not before the 
sound of his voice trails off. Timing is 
crucial on this trick, so you will proba- 
bly have to practice. 


NVULNERA ГУ: The only way this 
game can get any more fun is being 
able to drive without taking any dam- 
age. Select the Championship mode of 
any event and enter the name 
!DAMAGE! (yes, with exclamation 
points at the beginning and end). 
During the races, your car stays in 
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cherry condition regardless of how 
much you administer smackies to the 
other vehicles. 

Select the 
Champlongnip mode of any event and 
enter the name REFLECT! (with the 
exclamation point only at the end). 
Now select the Time Trials mode and 
select the newly revealed track, the 
Ruined Monastery. 


HIDDEN GAME: While the game is first 
loading, hold down Start and Select on 
the second controller (it may take a 
few seconds). You will be rewarded by 
5 levels of a fully playable version of 
the SNES shooter “Phalanx” called 
“Tiny Phalanx”, check out the options 
menu for soom cool stuff. 


3 ) AMMO: Pause 

баще, press x, A, dl, T, D, “RQ, LL 
INVINCIBILIT : Pause Game, press D, 
га 0, Rl, R, Li, LJO 
EVEL WAR : Pause Game, press R, L, 
на, Rl, A, L1,0,X 

VISION: Pause Game, press 1.1, 
R2, 12, ВІ, В, A, ¥} В 
MAP ALI Pause Game, press A, A, L2, 
на, L2 на, Rl, £ 


BBBBBBB666. деец of t Myslery 
SPOTZNBQJG- The Military Base 
JCGDNFL555- The Marshes 
ВХХВХХВ??В The Mansion 
JCGDNFLS56__Club Doom à 


Send all code submissions to: 
X-Ecute 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


to those who say they've got the stuff, 
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control any NFL" 
player on offense , 
or defense! Don t. 


>player, game and full season stats! >substitutions! >replays from any angle!* >perfect your 
gridiron skills in the exclusive practice modelf »custom player feature—build your own dream 
team! »simulation mode-change history in 50 game-breaking situations! »hyper audibles—choose 
from 54 plays at the line of scrimmage! and more!« 
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This month's edition of X-clusive 
features the first playable version of 
US Gold's (via UK developer, Arc 
Developments) new side-scrolling 

г action game, Johnny Bazookatone. The 
mw basic drill in Johnny B is that he is 
a musician envied for his playing abil- 
ity. Who is envious of Johnny? Well, 
L. Diablo, of course. It seems that L is 
bored in Hades and really wants 
Johnny's guitar. He steals it, only to 
find that he can’t play it. Ever the 
resourceful little devil, L decides to 
kidnap some of rock’s greatest legends 
and “the world goes quiet”. As Johnny, 
you must find your guitar, rescue the 
legends and restore music on Earth ... 
armed only with your bazooka guitar. 


Suse What we find interesting in Johnny 

dm m B., at this stage of the game anyway, 
1 is the stylish cartoon presentation 
тава in the backgrounds and character 
L2 graphics. The entire game environ- 


ment was rendered using SGI work- 
stations. In addition, as you would 
expect, in a game focusing on rescu- 
ing rock ‘n’ roll legends, music is a big 
part of the mix. The soundtrack is the 
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baby of Bon Jovi’s Richie Sambora and, 
even in the early alpha version of the 
game that we are using for this fea- 
ture, it plays a significant role in estab- 
lishing the mood of the play 
environment. In fact, in terms of how 
the game “feels” at this point in time, 
it has that distinctive European 
action/platform gaming flavor, a la 
Zool or Wonderdog. 

Ultimately, for all of its musical 
overtones, Johnny Bazookatone is a 
straight-forward action/platform game, 
and the gaming experience will be com- 
pared to PlayStation titles like Crystal 
Dynamics’ Gex. In next month’s issue, 
that is exactly what we are going to 
do ... we’ll see you then. 
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WORLD CLE GUL 


World Cup Golf, US Gold’s El Dorado 
Country Club golf simulation that 
appeared on the 3DO last year, is being 
translated for the PlayStation by 
European developer, Arc Developments 
and scheduled for release into the U.S. 
market in January/February of 1996. 
The pre-release version of the game, 
that we used for this preview, features 
near photo-realistic graphics, displayed 
in the PlayStation’s high-resolution 
mode, with animated fly-by’s, detailed 
statistical tracking and the like. While 
the graphics in World Cup Golf are on- 
par (no pun intended) with EA Sports’ 
PGA Tour 96, the gameplay in the 300 
version of the game was not particu- 
larly strong and that is the area of the 
game that we will focus on in our forth- 
coming review. US Gold has informed 
us that the version of the game, pic- 
tured here before you, is close to being 
complete, with the exceptions of the 
putting game and some very basic envi- 
ronment tweaking. Look to our 
BE z “EXRated” review section next month 
FUTTER ETT for a complete, head-to-head, compar- 
ison to EA Sports’ king of the links. 
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SYNDICATE WARS 


ELECTRONIC ARTS. AVAILABLE APRIL 
Syndicate closed with the global domi- 
nation of the World by the “Corporation”. 
100 years later, a new cult has arisen 
and they are gaining huge numbers of 
converts to their cause. Meanwhile in the 
cities, ravaging gangs are cashing in on 
the disorganization of the Corporation 
and gaining control of cities. This is the 
setting for EA/Bullfrog's “Syndicate 
Wars”, the sequel to Syndicate. New tech- 
nological advances coupled with over- 
whelming consumer demand have led 
Bullfrog into creating a sequel that takes 
the game to the next level. Syndicate Wars 
is set in a 360 degree, rotating landscape 


with light sourcing and everything in any 
of the 30 cities will be completely destroy- 
able, allowing you to obliterate an entire 
city. Some of the other new features are: 
reflective mirrors and live video displayed 
on the sides of buildings, more complex 
missions which involve traveling to sev- 
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eral locations before completion and dead- 
ly new weaponry, including Napalm mines 
and a little ditty called the Razor Wire 
that slices enemies in two. We will have 
a review of Syndicate Wars real soon. 


If you think you've mastered Street Fighter's brutality, brace yourself, Straight from the #1 arcade hit, Street Fighter Alpha" combines state-of-the-art graphics with all new 


hidden attacks and multi-level super combos. Match up in head-to-head battles or lock into two-player combat with twelve of the deadliest Street Fighters of all time, Nine 


© CAPCOM CO. LTD. 1996 © CAPCOM U.S.A., INC. 1996. ALL RIGHTS RESERVED. CAPCOM, CAPCOM U.S.A., CAPCOM ENTERTAINMENT and Street Fighter 
are trademarks of CAPCOM CO. LTD. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are 


are your favorites from Street Fighter", Street Fighter II” and Final Fight”. Three are vicious new additions with blazing speed 


and secret moves, It adds up to a new walk on the dangerous side of the street, Now located right in your neighborhood, 。 


trademarks of Sega Enterprises, Ltd. This official seal is your assurance that this product meets the highest quality standards of Sega™. Buy games (ТУ 
and accessories with this seal to be sure that they are compatible with the Sega Saturn?" System. Visit CAPCOM's web-site www.capcoment.com 


_ TIME WARNER + AVAILABLE MARCH - 


Silent Software and Time Warner 
Interactive have been busy convert- 
ing the 3DO sleeper hit, “Return Fire”, 
for the Sony PlayStation. For those of 
you that haven’t had the opportunity 
to play this incredibly fun and highly 
addictive game, think of it as a not- 
so-friendly form of “capture the flag”, 
with lots of heavy artillery thrown in 
for good measure. In the game, you are 
given a variety of wartime vehicles, 
ranging from a Hummer to a Huey, in 
which you can unleash mass mayhem 
and destruction while searching for the 
enemy’s flag. The frantic pace is aug- 
mented with classical music pieces such 
as, “The Flight of the Bumble Bee” and 
Wagner’s “The Ride of the Valkyries”. 
Return Fire sports a crisp graphic envi- 
ronment that scales in and out on the 
fly, depending on the position of your 
vehicle, and plenty of realistic explo- 
sions and sound effects. Although the 
game can be played solo, this is one 
of those titles that really shines when 
played with a friend. Return Fire isn’t 
scheduled for release until mid-March, 
but we thought we would give you an 
exclusive early sneak-peek to whet your 
appetite. Stay posted for more info in 
the next few issues. 


CHRONICLES OF THE 


PSYGNOSIS 。 AVAILABLE FEBRUARY 


Little information can be gleaned from 
Psygnosis regarding their new PlayStation 
title “Chronicles of the Sword”, other than 
the fact that it was developed by Dimension 
Creative Design/Synthetic Dimensions (nice 
taste in names, but no relation — these are 
the creators of Druid, a PC CD ROM title that 
showcases similar graphics) and that it's set 
in the era of King Arthur and the Knights of 
the Round Table. The game casts you in the 
role of Gwain, one of King Arthur’s foremost 
knights. It appears Morgana, Arthur’s evil 
half sister, is out to undermine his aspira- 
tions for a politically stable United Kingdom. 
It’s up to you to aid the court in a battle to 


defeat the evil within its ranks. Chronicles of 
the Sword is a beautifully rendered point and 
click graphic adventure which takes you to 
over a hundred remarkably detailed locations. 
You must interact with numerous characters 
to succeed, in addition to engaging in a lit- 
tle swash-buckling combat. The only other 
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mentionable at this time is that this is the 
first PlayStation title to use QSound enhanced 
audio (see last issue’s “X-News” for complete 
details). Chronicles of the Sword will be out 
sometime in the first quarter of ‘96. 


BRAINDEAS 13 


You've seen the ads, and seen the ads, 
and then ... seen the ads some more and 
I'm sure, like most everyone else, you're 
wondering what the hell is “BrainDead 
13” and when is it coming out? Well, won- 
der no more, as all good things come to 
those who wait. BrainDead 13 should be 
available by the time you have this issue 
in your hands. Basically, BrainDead 13 
follows along the lines of Dragon’s Lair 
and Space Ace, bringing along Disney 
quality animation and limited “interac- 
tive gameplay”. The story casts you in 
the role of Lance, an unsuspecting hero 
who just happens to be the world’s hippest 
computer repair guru. A late nigh fix-it 
call has sent him out to the mysterious 
castle of the sinister brain, Dr. Neurosis. 
Upon reactivating the computers, you 
learn of his master plan ... world domi- 
nation! The showdown is on. Fritz, the 
half-human, half-pet of Dr. Neurosis is 
out to get you, as you race through the 
evil playgrounds of the demented Doctor’s 
twisted castle. BrainDead 13 is the result 
of a talented, in-house animation team, 
featuring a fully orchestrated, digital 
soundtrack and crystal clear VHS qual- 
ity full motion video. 


SILVERLOAD 


VIC ТОКАТ • AVAILABLE JANUARY 


A desolate ghost town, named "Silverload", looms 
ominously on the horizon. Your lips are dry and 
cracked from the desert heat and your throat 
feels like a dirt clod has lodged right where your 
Adam's apple is. Something’s not right and you 
know it. It’s a shame you have to live off other 
people’s misfortune, being a bounty hunter and 
all, but it comes with the territory. It seems a 
man and his son heading West, in a wagon train, 
had decided to go into town for supplies. A sand 
storm suddenly appeared out of nowhere and 
swallowed up that poor kid. It wasn’t the ele- 
ments that got him either, by crackey! Nope, 
something much more evil ... something to do 
with Silverload. In Vic Tokai’s new “point-and- 


click” adventure, you command control of a lone, 
gunslinging bounty hunter out to solve a mys- 
terious kidnapping. The game is driven by a 
unique scripting engine, labeled the “Signos sys- 
tem” (Scripted Interactive Graphic Novel 
Operating System), designed solely for plot based 
RPGs, where dialogue and interaction are the 


key feature in the game. The PlayStation ver- 
sion of Silverload also includes new 5D, arcade- 
style, interactive shooting sequences, similar to 
Sega/s Virtua Cop. Look for Silverload to show 
up right after the holidays. 


THE NEED FOR SPEED 


ELECTRONIC ARTS • AVAILABLE MARCH 


EA Canada is now casting their spell over the 
PlayStation, and the latest incantation comes in the 
form of the amazing “Need for Speed”. This incred- 
ibly fast, addictive road race had its origins on the 
300 and was also produced for PC/CD-ROM in late 
1995. The PlayStation version features a number 
of enhancements over the 500 game, the most 
notable being the increased frame rate and speed, 
hree additional tracks, different modes of com- 
petition, a Ridge Racer like windshield perspective, 
better color and resolution and much more. In fact, 
Need for Speed is really the first ЕА product for 
he PlayStation that shows truly outstanding 
improvement over previously released versions. 
Those of us at Dimension Publishing have long been 
big fans of this product and we look forward to 
going under the hood next month. Look for the 
game to hit retail in March and for our review in 
ihe April issue of PSEXTREME. 


EXNEUS : 


exclusive shots of Bubsy 3D. 
EXECUTE : 
Tools of the Trade features hot tips, 


FIFA '96, Assault Rigs, Wipeout, 
Destruction Derby and more. 


EXCLUSIVE: 


This month we feature US Gold's 
Johnny Bazookatone, an SGl-rendered 
side-scroller for the gamer in all of us. 


EXPECTING: 


All sorts of new games previewed this 
month including Return Fire, Chronicles 
of the Sword, Braindead 13, Silverload, 
Need for Speed and more! 


EXTREME: 
This month, we review ASCII's amaz- 
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Sneek peeks at what’s going on at EA 
Canada and Accolade, featuring world 
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hints and codes for NFL Gameday, Gex, 
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ing real-time 3D RPG, King’s Field. 
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Eleven games reviewed this month 
including Interplay’s Descent, Dark 
Stalker, SF Alpha and Krazy Ivan! 
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Four games from across the sea is what 
you'll see this month in Export. 


„8 
E 
SA 
ce 
d 
зе 
а 
ма 
-= 
fona 
= 


SO, DAVE... | 


EDITORIAL 


TELLUS WAT NOU REALO THINK 


WHAT'S IN A NAME? 

“A rose by any other name would still smell 
as sweet." - W. Shakespeare, circa 1600’s 

Well, we are now four issues old and have 
had to deal with our first trauma ...changing 
our name. You may or may not be aware of the 
fact that there is another magazine on the stands 
also covering the PlayStation, entitled “P.S.X. 
(PlayStation Experience)”. As of this writing, 
the publisher has produced two issues of what 
was originally a quarterly magazine that has 
since become a bi-monthly. I think it is fairly 
obvious that, having two video game magazines 
on retailer and newsstand shelves with the term 
“PSX” in their titles, is a potential source of 
confusion for the magazine wholesalers and 
distributors with which we do business. The 
first three issues of Dimension PS-X have been 
very successful at retail and on the newsstands, 
selling out in many locations nationwide ... for 
which we are very thankful and appreciative. 
But, because of this success, many business 
issues have arisen. 

We have found ourselves in the enviable 
position of having retail allotments selling- 
out in anywhere from 4 days to as fast as fif- 
teen minutes. While this is certainly good news, 
it also means that our presence on any given 
retail shelf can be short-lived. This presents us 
with a problem along the lines of the following 
scenario. The competing publication comes 
along, the casual reader or potential consumer 
mistakenly believes the other product to be 
Dimension PS-X, buys the product, takes it 
home and finds that this was not the magazine 
he had intended to purchase. The next month 
rolls along, the new issue of Dimension PS-X is 
there waiting for him but, because of his less 
than stellar experience with the competing prod- 
uct, which he mistakenly assumed was 
Dimension PS-X, he doesn’t buy the new issue 


DIMENSION PUBLISHING, INC. presets 


… We have lost a customer. 

In the interest of avoiding the long-term 
effects of these sales and marketing entangle- 
ments, Dimension Publishing has chosen to 
change the name of Dimension PS-X to “PSEX- 
TREME — The Player’s Unofficial Monthly 
Guide to the PlayStation". In addition to clear- 
ing up any confusion that there may have been 
in the marketplace, we believe the name to be 
more consistent with our philosophy regard- 
ing PlayStation gaming. This change has also 
required that we combine the February and 
March issues, in order to implement the design : 
changes that we felt were necessary to make 
PSEXTREME the best product in the market- 
place. The “Extreme” part of our new title 
comes from our cover feature and sums up our 
feeling that, when you own a PlayStation, you 
are playing on the most cutting edge, extreme 
technology available in the marketplace. 

But, enough of the business mumbo- 
jumbo...we came to play. Check out this month's 
cover story, focusing on АБСШ5 “King’s Field". 
It is the first dedicated role-playing experience 
for American PlayStation gamers and, as you 
will read in Greg Off's exceptional evaluation 
of the product, one that no PS gamer will want 
to be without. Also in this issue is a first look at 
that Juke Box Hero, Johnny Bazookatone. 
Make sure you take a good look at our exclu- 
sive on this SGI-rendered action/platform game 
from US Gold. For you Madden worshippers, 
there’s not much to report. I know you are wait- 
ing breathlessly but the product has been 
delayed until the fall of ‘96. (In the meantime, 
you might want to check out our killer NFL 
GameDay codes.) In closing, I hope you enjoy 
our Feb./March issue and, as always, look for- 
ward to your comments and suggestions. 


D. Winding 


- Extreme 
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Since the PlayStation’s launch, back 
in September, there have been about 55 
games released that are currently now 
available, with around 25 more expected 
to come out by this Christmas. Out of these 
35, there have been about ten fighting 
games, five racing games, ten shooters, 
four or five sports titles and an occasion- 
al puzzle game ... but, as usual, no RPGs. 
What we have here is another case of non- 
gaming, marketing types deciding what us 
gamers really want to play. Thankfully, 
ASCII Entertainment does not subscribe 
to that thought process and has chosen to 
translate and release the amazing Japanese 
RPG, “King’s Field”, here in the states. 

To clear up any confusion for all you 
impatient early adopters (and you know 
who you are) who went out and bought or 
are buying import titles, this game in Japan 
was actually titled “King’s Field II". The 
original King’s Field was one of the very 
first releases available, when the 
PlayStation debuted about a year ago in 
Japan; and, since this title is so much bet- 
ter than the first, ASCII opted to pass on 
importing the original. 

The story drops the player onto an 
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enchanted island, dominated by an evil 
demon named Necron and his insidious 
cult. Necron has poisoned the island and 
all its inhabitants, literally brainwashing 
them to do his bidding. His powers are 
drawn from a sleeping dragon, holed up 
somewhere deep in the island’s under- 
world. It’s your task to embark on a dan- 
gerous quest and retrieve the one and only 
magical sword that has the power to defeat, 
the dragon and shatter the spell that has 
been cast over this, once peaceful, land. 
It’s no easy quest though, as you'll 
encounter many nasty beasts and enemies 
along the way as well as some reluctant 
villagers who aren’t too willing to help. 
Technology wise, King’s Field goes 
much further than the standard 16-bit 
RPGs that most people are familiar with. 
The game is played out in a true, three 
dimensional universe, experienced through 
a first person, player's point of view — in 
real time. There is complete freedom of 
movement, within reasonable boundaries, 
and you can look up and down as well as 
left and right. The environment you’re 
exploring feels like a real world with liv- 
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ing breathing inhabitants and you get the 
impression that they exist, whether you're 
watching them or not. The game is also 
completely non-linear, allowing you to com- 
plete different tasks at your discretion, 
instead of being restricted to a single path. 
In true role-playing fashion, your char- 
acter starts off with no experience points, 
no magic abilities and a puny dagger. Of 
course, the more monsters you attack and 
kill, the quicker you'll level up and become 
more powerful. 

Controlling your character is a sim- 
ple task and becomes second nature 
instantly. One point that I found interest- 
ing, regarding the controls, is that if you 
make any kind of exhaustive movement, 
i.e. running or attacking, you have to wait 
until your energy meter replenishes before 
you can prompt another full attack. This 
adds a new element of realism and strat- 
egy to the combat sequences not found 
in any other similar games of this type. 

When I first started playing King's 
Field, I thought that exploring one small 
island wouldn't take that long and this 
would be another one day adventure. Boy, 
was I wrong! The game is epic in both scope 
and size and could literally take weeks 
to explore every nook and cranny. The 
island is comprised of surrounding shal- 
low waters, dank underground catacombs, 
huge marble halls, bleak dungeons, aban- 
doned villages, crystal mines, icy caverns, 
castle ruins and even a network of min- 


ing tracks, where you can actually jump 
in and ride a cart a la Indiana Jones. 
The graphics are remarkably stun- 
ning, with some amazing texture-mapping 
and just too-darn-cool transparencies. The 
amount of detail that went into the game 
is truly awe-inspiring and this flows over 
into the sound department as well, with 
moody, theme-inspired, music and ambi- 
ent sound effects that get louder as you 
approach and then fade off in the distance. 
Here’s a few helpful tips that might 
help guide you in the right direction: 1) 
Purchase all of the keys from the keysmith 
as soon as possible, as these will unlock 
doors that lead to new areas as well as 
specific trea- 
sure chests. 


The Bottom Line... 
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2) Hidden doors abound throughout the 
game and the easiest way to spot them 
is to look for graphic breakup where the 
wall meets the floor. This will save you 
time and money as the only other alter- 
natives would be to search every room or 
corridor or find an item that reveals them 
on a limited basis. 3) There are a few areas 
that are not reachable through normal 
exploration and the only way to get to 
them is to fall from an upper level or make 
a complete leap of faith. Just be sure you 
have plenty of hit points, as the higher the 
drop, the more you lose. 4) When fighting, 
always try and maneuver behind your 
opponent; this will keep them from being 
able to commence an attack. 

I could go on about some of the other 
features that really make King’s Field stand 
out as an exceptional RPG and why you 
should go out and purchase this game; but 
why spoil it for you? The bottom line is, 
this is a totally engrossing role-playing 
adventure that you won’t beat in a day, let 
alone a week, and is well worth the price. 
This is one title every PlayStation owner 
should experience. 


G. Off 
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Icould go on about some of the other features that 
really make King’s Field stand out as an excep- 
tional RPG and why you should go out and pur- 
chase this game, but why spoil it for you? The 
bottom line is, this is a totally engrossing role-play- 
ing adventure that you won’t beat in a day, let alone 
aweek, and is well worth the price. This is one title 
every PlayStation owner should experience. 


You've heard the hype, you've seen the 
Shots, you've drooled, you've feigned disin- 
terest when in the company of your console 
playing pals, you've glanced curiously at the 
back of the box at the local Egghead, while 
secretly wishing you were a PC geek. Now 
it’s coming to the PlayStation and уоп ге 
starting to get that funny tingly feeling you 
get when that person you’ve secretly been 
fantasizing about starts flirting with you. 

For those few readers that have never 
heard of, or seen, Descent on the PC, I'll give 
you a little background. You’ve been called 
upon by the Post-Terran Minerals Corporation, 
the largest bureaucracy in human history, 
to help them with a little problem. Their mines 
on Pluto have been taken over by an unknown 
force. The workers have been imprisoned and 
the robots have been converted into killing 
machines. Pluto has been turned into the 
staging area for an all-out assault on Earth 
itself. Your mission: go in and rescue as many 
workers as you can, destroy the fusion reac- 
tor in each mine and get the hell out before 
it blows. Don’t forget to locate the exit before 
you destroy the reactor; you'll be sorry if 
you leave the exploring to the last minute! 
Descent first took the PO world by storm 
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in December of 1994, picking up where Doom 
left off, by providing the player with a first- 
person 30 perspective and the freedom to 
move in any direction. This differed from 
Doom in that you were no longer anchored 
to the ground by gravity; imagine soaring 
through Doom-style corridors in a spaceship 
with the freedom to fly up, down, sideways, 
and backwards, the only limitation being the 
strength of your stomach. Now imagine sui- 
cidally screaming straight at your enemies, 
your weapons blazing, your opponent’s guns 
chattering, shrapnel bouncing off your hull, 
you get so close, his ugly maw fills your entire 
screen; but wait ... there’s no huge blocky 
pixels! That's right, all the enemies in Descent, 
are texture-mapped polygons, armed with 
an artificial intelligence designed to learn 
from your playing style, as opposed to most 
Doom clones’ brain-dead, bitmapped pixel- 
monsters. Descent’s environments are total- 
ly texture-mapped 3D, with light source 
shading galore. Unlike the PC version, when 
you fire your weapons, dark corridors are lit 
up by your projectile, coloring the walls the 
same color as your shots — the effect is 
breathtaking. 

Descent also has one of the best maps 
Tve seen in a Doom clone. Instead of an out- 


frame rendering of the level that you can 
rotate and zoom to any portion your aching 
heart desires. I’ve seen whole Amiga games 
that were nothing more than Descent’s map. 
I'm sure that the next question burning 

in your mind 

is, just exact- 
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ly how much different is it from the PC ver- 
sion? As far as speed goes, it’s about as fast 
as a high-end 486 or low-end Pentium. The 
resolution is the same; but personally, I think 
it looks better on a television than on a VGA 
monitor, anyway. The two other big advan- 
tages are the aforementioned colored light- 
ing and the soundtrack, which is all CD 
quality, adrenaline pumping, digital audio. 
The only advantages the PC version has over 
this one are the ability to easily add new lev- 
els and the multi-player games. While you 
can use the link cable for a two-player game, 
two players is the max. 

You've heard it many times before, but 
believe me when I say this: go out and buy 
this game. They'll have to pry that controller 
out of your cold, dead hands to get you to 
stop playing. That said, I would give the 
PlayStation version the same rating as the 
PC version, a higher score than Doom, which 
got a 93%, but a lower score than Assault 
Rigs, which got a 94%. That’s kinda tough, 
since We'Ve never done half percentages; but 
hey, what the heck, I do the layouts, I can do 
anything! [maniacal laugh] 


T. Lindquist 


„n believe me when I say this: go out and buy this game. 
They'll have to pry that controller out of your cold, dead 
hands to get you to stop playing. That said, I would give the 
PlayStation version the same rating as the PC version, a 
higher score than Doom, which got a 93%, but a lower score 
than Assault Rigs, which got a 94%, That’s kinda tough, 
_ | since we've never done half percentages; but hey, what the 
heck, I do the layouts, І can do anything! [maniacal laugh] 
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Fly everywhere, shoot everything. Descent New special effects found only on PlayStation™, 
PlayStation is the only game with 30 gut-churning levels Plus, 5 new anarchy levels for link play. 
of true 360-degree 3D madness. 


ma DESCENT. 


а 
stisom MM 
[Er] 


“Practically finition of cool!” 


---Game Players 


“Takes the Playstation А new heights." 


---GamePro 


“Brilliantly execut 


Parallax 
Software 
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http://www.interplay.com 
that learn and react as you play. And the alternative 
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Krazy Ivan (eee-von) is Psygnosis’ 
latest arcade style game for the 
PlayStation. This first-person, arena com- 
bat game finds you cast in the role of a 
Russian mech operator who is essentially 
a hired gun. There are five different areas 
of conflict in the world (Russia, North 
America, the Middle East, Japan and 
Saudi Arabia), all looking pretty much 
the same. Well, some of the enemy vehi- 
cles change and the trees change, but you 
are basically positioned in the same moun- 
tainous area with some simple color and 
texture map changes. Each area has three 
boss characters that you must defeat and 
an energy core that you must destroy. 
Additionally, you can choose to rescue 
hostages and destroy other craft, as nec- 
essary, to obtain energy and weapon 
power-ups. This will increase your score 
but is not necessary to succeed in the 
game. In between victories, you are treat- 
ed to some pretty funny video, featuring 
communication between your character, 
your operative and, in some scenarios, a 
character from the conflict area. The 
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ing situation that you find yourself in. 

There is nothing objectionable about 
Krazy Ivan, with the one major excep- 
tion of how short the game is. The game- 
play is solid, if uninspired, 3D, arena 
shooting action. All of the requisite chain 
guns, missiles, flame-throwers and lasers 
are there and movement within the 3D 
world is very fluid. You can look up and 
down on the fly and changing weapons 
while moving is a piece of cake. The objec- 
tives are simple, with a twist to the hunt- 
ing action. You can go straight for any of 
the three bosses. It is completely up to 
you, as to whether or not you wish to 
engage the minions. Of course, in the more 
difficult scenarios, they will dog you dur- 
ing the boss battle, if you don’t do away 
with them first. The game also makes use 
of some “Doom” like features, including 
a “Schizo” mode that reverses all of your 
controls. 

The problem with Krazy Ivan is that 
the game just isn’t very exciting and there 
isn’t very much to the game. It looks like 
a technology demo where somebody had 
about six months to come through with 
a game design and get the thing to pro- 
duction. As I said before, it’s not that the 
game is particularly bad or particular- 


ly ugly. The graphics are decent, the sound 
and music are decent, the gameplay is 
decent and it has a good sense of humor, 
but there is nothing in the game that 
takes hold of you and screams “Krazy 
Ivan is a 
must-buy.” 


The summary part goes like this: begin- 
| nings of a good idea, not enough going on 
| graphically, incidental music, long on 
| humor and short on gameplay and sce- 
narios...worth renting but not worth buy- 
ing. Krazy Ivan is not Psygnosis at their 
best ... it merely finds them seeing what 
they can accomplish on their lunch hours. 


Destruction Derby and Wipeout “wowed” 
us, graphically; Assault Rigs was addic- 
tive and extremely fun to play; but Ivan 
is not in the same league as any of its 
developmental brothers at Psygnosis. 

The summary part goes like this: 
beginnings of a good idea, not enough 
going on graphically, incidental music, 
long on humor and short on gameplay 
and scenarios...worth renting, but not 
worth buying. Krazy Ivan is not Psygnosis 
at their best ... it merely finds them see- 
ing what they can accomplish on their 
lunch hours. 


D. Winding 


Any of you gaming fanatics out 
there that either own or occasional- 
ly play on the 3DO or Saturn, know 
that there is a critical shortage of qual- 
ity air combat games for these sys- 
tems. There really isn’t any excuse 
for this; the system has been around 
for quite some time now. Well, never 
fear, there’s no such problem with the 
PlayStation. First there was Agile 
Warrior and Air Combat, now comes 
Thunderstrike П from U.S. Gold. This 
game goes a ways back, however the 
bulk of my experience is with the Sega 
CD. Not a bad game for the Sega sys- 
| tem, but a little slow for my tastes. 
ES It should come as no surprise that with 
the development of Thunderstrike II 
for the PlayStation, my expectations 
| were raised considerably. Let’s take a 
look under the hood and see what the 
new sibling has to offer. 

First and foremost, make no mis- 
take about it, Thunderstrike II is а 
Shooter of the finest arcade creden- 
tials. This is no panty waste "flight 
| simulation vehicle”, it's a first rate, 
testosterone-laden, aggression release 
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vehicle. That being said, let’s get into 
some detail. Thunderstrike IT straps 
you into one of the military’s most 
advanced flight based killing machines 
and immediately catapults you into 
rue arcade style combat. The game is 
presented in a first person, 3D, exces- 
sively texture mapped environment, 
that has you thinking you acciden- 
ally walked into the Disney anima- 
tion studios. You can choose from a 
variety of different battle perspec- 
tives, including a “virtual cockpit”, 
where it’s possible to rotate your posi- 
ion of view through 180 degrees left 
and right, totally independent from 
пе direction of flight. I must admit, a 
little bit of the “purist” in me took over, 
after flying in this mode for a while. 
The plain old first person perspective 
is still the best (and most lethal), as 
far as I’m concerned. Thunderstrike 
II contains ten equally challenging cam- 
paigns that span the globe, from gun 
running in South America to piracy in 
the South China Sea. My favorite is 
the “Panama Canal Crisis”. This cam- 
paign is amazing; soooo much to shoot, 
so little time. There’s a total of 37 mis- 
sions in all. Believe me, that’s enough 
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Adding to the overall quality of this 
title, is the top notch sound that imme- 
diately surrounds you after take off. 
The rotor sounds are eerily realis- 


tic, and the 


sounds of 


The Bottom Line... 


Ihave to be honest; after spending the better рагі F 

of a day with Thunderstrike IT, I had to take а cold 
shower when I was through. Simply put, it is one 
of the finest arcade style shooters I have ever had 
the pleasure of playing. The PlayStation is the per- 
fect platform for this game. The graphic render- 
ings in this game belong in a museum; at times you 
just want to stop flying, to take a look at the scenery. 


the enemy screaming, as you fly over 
at low levels and strafe the living day- 
lights out of them, is always a crowd 
pleaser. If there was one thing I had 
to complain about, it would be the sud- 
den arrival of land masses that show 
up in your screen, just as you are about 
to fly into them. We had an early ver- 
sion of the game; so, hopefully, it will 
be adjusted by the time the final ver- 
sion arrives. 

I have to be honest; after spend- 
ing the better part of a day with 
Thunderstrike II, I had to take a cold 
shower when I was through. Simply 
put, it is one of the finest arcade style 
shooters I have ever had the pleasure 
of playing. The PlayStation is the per- 
fect platform for this game. The graph- 
ic renderings in this game belong in a 
museum; at times you just want to 
stop flying, to take a look at the 
scenery. I have to go now. I got so X- 
cited writing about Thunderstrike II, 
І have to go back and fire up my trusty 
PlayStation so I can waste a few more 
bad guys. 


M. Winding 
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І you play video games, you’ve 
played Street Fighter. After Mario and 
Sonic, this series represents the most 
purchased, played and revered char- 
acters and gameplay experience in 
our world...and, with the release of 
Street Fighter Alpha, the PlayStation 
translation of the hit arcade game, 
32-bit is not going to be any excep- 
tion! Capcom has delved into their 
own history while assembling Street 
Fighter Alpha’s cast of a dozen char- 
acters, mixing folks from “Street 
Fighter II" (Chun Li, M. Bison), the 
original *Street Fighter" (Ken, Ryu, 
Sagat, Birdie), and a guy named Guy 
from Capcom ’s classic side-scrolling 
beat-'em-up “Final Fight” (he made 
the trip with his “buddy”, Sodom.) 
There’s also a newbie named Rose 
who seems to be very popular with 
Alpha players that I have spoken to, 
thanks to her spiffy magical robe and 
her nifty ‘do. There are even a few 
hidden characters for that all-impor- 
tant added play value. But while the 
characters might be retro, the game- 
play is brand spankin’ new, and deep- 
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er than the valley between Pamela 
Anderson’s peaks. On the surface, it 
might seem like the same old thing, 
but after a few hours, all the nuances 
start to appear. Tiny example: in pre- 
vious Street Fighters, when your oppo- 
nent threw a projectile, pressing back 
on the control pad would cause you 
to block, no matter where you were 
on the screen. In SF Alpha, pressing 
back makes you walk backwards until 
the projectile gets within striking dis- 
tance. Just as Electronic Arts tweaked 
their “John Madden Football” games 
year after year, so has Capcom 
improved their engine to the point 
where cheapness is all but eliminat- 
ed, and strategy is all-important. Let 
me put it this way: SF Alpha has such 
solid gameplay that it once inspired 
an infamous magazine writer to burst 
into applause at the very mention 
of its name. 

Like the previous 23 million games 
in the series, Street Fighter Alpha is 
a 8D fighter, so the graphics aren’t 
as flashy as the 3D pyrotechnics of 
certain other PlayStation fighting 
games we don’t need to name. 
(“Tekken.”) The animation is fluid, 


and most of the characters are of 
average size, slightly larger than the 
dudes in “Mortal Kombat 3.” The back- 
grounds are extremely well drawn, 
but most of them have precious little 
scrolling or 
animation. 


the 32-bit world. 


The verdict: Street Fighter Alpha is a seri- 
ously strategy-laden fighting game, and 
a great way for Capcom to put this series 
to rest OR move on to a new gameplay 
approach. (How ‘bout “Virtua Street 
Fighter”?) It certainly is the best that I’ve 
played and is a great start for Capcom in 
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The music is decent tunage, but 
nothing special—have any of the 
Street Fighters EVER had great 
music?—and the sound effects are 
good, preserving the coin-op original's 
vicious smacks and Japanese-accent- 
ed cries of victory and defeat. But 
graphics and sound are not the point 
in SE, are they? Gameplay ... there’s 
the rub. With new characters, fan- 
tastic combos, useful cheaps and char- 
acter control that is stil the 
benchmark for one-on-one fighting 
games, SF Alpha is a more than wor- 
thy successor to the venerable series 
and certainly qualifies as a next gen- 
eration experience. 

The verdict: Street Fighter Alpha 
is à seriously strategy-laden fight- 
ing game, and a great way for Capcom 
to put this series to rest OR move 
on to a new gameplay approach. (How 
‘bout “Virtua Street Fighter”?) It cer- 
tainly is the best that I’ve played and 
is a great start for Capcom in the 32- 
bit world. 


Z. Meston 


Many of you have been seeing the 
screen shots of Konami’s “NBA In The 
Zone”, over the past few months; and, 
for all of you basketball fans out there, 
the wait for this game has been ago- 
nizing. The incredible 3D graphics, the 
texture-mapped player faces and num- 
bers AND names on the jersey backs. All 
of this has had us, collectively, salivat- 
ing — waiting for the product to come to 
our local stores. 

Well, wait no longer, as NBA In The 
Zone, by the time you read this, should 
be NBA “In The Stores”! Now, before I go 
and get your hopes too high, let’s talk 
about a few realities in this high-pro- 
file product. 

Those of you looking for a dedicated 
hoop simulation will have to continue to 
wait. NBA In The Zone owes much of its 
gameplay inspiration to Konami’s own 
arcade game, “Run & Gun” and Williams’ 
“NBA Jam”. The action is strictly arcade, 
with the dunk being, by far, the most 
common shot. You are limited to five 
players per side, no substitutions and no 
choice as to the five players with which 
you might choose to stock your team. 
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The game sports a complete NBA license 
package; but, remembering those tex- 
ture-mapped player faces that we were 
talking about earlier, those five are what 
you have to live with. Also, the players 
that the design team have chosen, leave 
a little to be desired. Tom Chambers, 
admittedly one of my favorite players of 
all time, is included on Utah’s five man 
squad. But, he was not offered a contract 
after last season. Chicago, because of 
Michael Jordan’s relationship with the 
NBA Player’s Association, is not on the 
squad and he was replaced by Jud 
Buchler(?!) ... he wouldn’t have been my 
irst choice. 

The gameplay is strictly arcade; you 
will either love or simply tolerate NBA 
In The Zone because of this. Outside shoot- 
ing is completely optional and absolute- 
ly unnecessary. The game gets kind of 
boring in single player mode against the 
computer and there is a distinct lag time 
when trying to block shots. You have 
о have your player waiting in position 
as the guy with the ball makes his move. 
You can’t chase him down or move in 
rom the side. 

This having all been said, NBA In The 
Zone is a blast as a two player game. The 
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analogy to NBA Jam is accurate; you 
have the ability to push and shove your 
way to the hoop and the jam is the name 
of the game. The players are HUGE and 
the detail in their faces and uniforms 
approaches 
reality. There 


NBA In The Zone is a simple, fun romp 
that won’t tax your knowledge of the 
game of basketball to any great extent. 
While I question the long-term play value 
of the game, it should find wide accep- 
tance among the arcade action crowd. If 
you loved NBA Jam and Run & Gun, then 
you willlove NBA In The Zone. 


has never been a game that has been so 
successful in graphically depicting play- 
er motion and detail. There are three dif- 
ferent views of the action that you can 
toggle between, although none of them 
give you that close-up view that you’ve 
been seeing in previous issues of 
Dimension PS-X. These on the court views 
are accessed only through the game’s 
instant replay feature. The instant replay 
system is designed so that it comes on 
automatically after every made bas- 
ket. You can’t toggle it off, so you are 
forced to sit and watch every made hoop 
(and there are very few that you don’t 
make). Fun at first, a little annoying after 
that. 

NBA In The Zone is a simple, fun 
romp that won’t tax your knowledge 
of the game of basketball to any great 
extent. While I question the long-term 
play value of the game, it should find 
wide acceptance among the arcade action 
crowd. If you loved NBA Jam and Run 
ве Gun, then you will love NBA In The 
Zone. 
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I was amazed when I first saw 
“DarkStalkers: The Night Warriors” in 
the arcade last year; a fighting game 
from Capcom and not a single gi-wear- 
ing, fireball-lobbing karate boy in sight. 
Since it was my first experience with 
the game, I got pounded into obliv- 
ion by a smartass 10-year-old whose 
head barely cleared the joystick panel, 
but that didn’t taint my amazement 
one bit. (Especially not after I beat up 
the little cretin and stole his bike.) Now 
I have DarkStalkers in the privacy 
of my smartass-free (except for me) 
home and I've come to the humble real- 
ization that this is Capcom's most orig- 
inal and enjoyable fighting game since 
"Street Fighter IL" 

The originality of DarkStalkers 
is that all ten of the game's playable 
characters are monsters. Let's do a 
paragraph-filling roll call: Anakaris, a 
mummy who's into “bandage” (nyuk, 
nyuk); Bishamon, a samurai warrior 
who moves rather fast for being dead; 
Demitri, a vampire who apparently 
has a Soloflex machine in his coffin; 
Felicia, a scantily-clad catwoman; John 


Talbain, а, ae hairy, mean ol’ were- 
wolf; Lord Raptor, a hard-rocking zom- 
bie who pounds out a power chord 
when he wins a match; Morrigan, a 
babe-alicious succubus (roughly trans- 
lated, the word means “chick who, like, 
eats souls or something”); Rikuo, a 
merman who knows it’s not easy being 
green; Sasquatch, a.k.a. Bigfoot, depict- 
ed here as so short that he’s almost 
round; and Victor, the legendary 
Frankenstein’s monster, complete with 
unflattering haircut and neck bolts. 
There are also two “non-playable” boss 
characters—in quotes because there’s 
more than likely a code to let you con- 
trol them. 

Capcom has been tweaking their 
game “engine” for well over five years 
now, and DarkStalkers uses one of the 
latest and greatest versions. Among 
the highlights: three gameplay speeds, 
tons of combos (and all the ones that 
worked on the coin-op work here), a 
“special” energy bar that lets you exe- 
cute super-powerful moves, forward 
and backward dashing, throw “soft- 
ening” that lets you land on your feet 
after being thrown, and projectile 
attacks that take velocity into account 


G.e., a fast-moving projectile blows 
through a slow-moving one). The char- 
acters are all well-balanced and the 
special moves are easy to execute; no 
“Tekken”-like cheapness here. It all 
comes down 
to skill. 


The Bottom Line... 


What really makes DarkStalkers 
butter my muffin though, are the gor- 
geous graphics and animation. The 
characters are drawn in an over-the- 
top cartoony style that wildly exag- 
gerates every action. When Anakaris 
blocks a blow, his entire body turns 
into a sarcophagus; when Bishamon 
strikes his opponent, he or she often 
gets cut in half (1) for a split-second; 
when Victor throws a fierce punch, his 
fist grows to unearthly size. The back- 
grounds don’t have much movement, 
but they also have tons of nice touch- 
es and plenty of color, especially 
Rikuo’s, so-beautiful-it-should-be- 
framed, Amazon River background. 

If Capcom left anything out in the 
translation process, my keen eyeballs 
couldn’t see it. As for the music and 
sound, it’s merely okay. Most of the 
tunes, in particular, don’t have a 
spooky or frightening feel; they’re just 
“lite” synthesizer rock. At least it’s 
plain enough so that you don’t notice 
it during the heat of battle. 

The verdict: DarkStalkers is my 
favorite 2D PlayStation fighting game, 
combining the just-about-perfect 
Capcom gameplay engine with origi- 
nal and superb graphics. Cooler still, 
Capcom has already released a coin- 
op sequel with two new characters, so 
a PS version is probably in the works. 
Себ just hope they don’t fall into old 
habits and stretch this series out to 
foolish extremes.) 


Z. Meston 


The verdict: DarkStalkers is my favorite 2D | 
PlayStation fighting game, combining the just- 
about-perfect Capcom gameplay engine with orig- 
inal and superb graphics. Cooler still, Capcom has 
already released a coin-op sequel with two new 
characters, so a PS version is probably in the works. 
(Let’s just hope they don't fall into old habits and 
stretch this series out to foolish extremes.) 


My, but what a bizarre title this is! 
Previewed on a two-page spread (how I 
ove to throw around magazine terms) 
in the premiere issue of this humble-yet- 
lovable publication, Zero Divide is a futur- 
i - istic 3D fighting game that has nine of the 
«Г. а strangest-looking characters ever to grace 
he PlayStation. And, unlike Vic Tokai's 
sci-fi fighter, Criticom, Zero Divide has both 
a healthy amount of originality and excel- 
ent gameplay. 

The gimmick in Zero Divide is, that 
all of the fights and fighters aren’t real; 
hey are computer programs, in a cyber- 
space domain, lorded over by the manev- 
olent XTAL. This explains why, while most 
of the characters have a humanoid appear- 
ance, a few of them most certainly don’t: 
the dragon-esque, fire-breathing Draco, the 
claw-wielding alien Nereid, and the scor- 
pion-ish Tau. In the one-player mode, the 
goal is to defeat all eight fighters Gnclud- 
ing the now-requisite clone of yourself) to 
face off against XTAL; in the two-player 
mode, you simply inflict pain upon your 
playing partner. 

The control setup is much like Sega’s 
Virtua Fighter, with one punch, one kick, 
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and one guard button. Most special moves 
are executed with a combination of but- 
ton presses and control pad moves, includ- 
ing combos. Yes indeedy, Zero Divide is 
laden with combos, including rather nasty 
air juggles in which you pummel your oppo- 
nent while he’s falling backwards in the 
air, completely defenseless. (Mercy has no 
place in fighting games, dang it.) The bat- 
es take place on raised arenas similar to 
Toshinden, but with a very cool twist: when 
your fighter falls off the edge of the arena, 
he can usually grab on and leap back into 
he action, even launching an attack to 
whack his gloating opponent. 

Zero Divide has two more major fea- 
ures I must mention under penalty of 
being forced to play Cybersled for 24 hours 
straight. Neat-O Feature #1 is the four 
views of the action: Normal, which gives 
you the typical side view; Switch, which 
goes to a more dramatic camera angle for 
throw moves; Rolling, which constantly 
rotates the view around the ring; and 
Player, which shows the action from behind 
Player 1’s character. Neat-O Feature #2 is 
the highly detailed replay mode, in which 
you can select various views or control 
the camera with your controller and save 
the results to a memory card. Personally, 
I find it more fun to play the game than 
to spend minutes and hours tinkering with 
replays, but, hey, that’s just me. 

The gameplay flaws are few, but sig- 
nificant. The first is that the characters 
are SO far out, that most players will find 
it hard to relate to the on-screen action; 
it’s inevitably more satisfying to see 
humans duke it out instead of massive 
robotic thingamajigs. The second is that 
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most of the special moves aren’t suit- 
ably spectacular; now that most PS own- 
ers have seen Tekken’s killer throws and 
grabs, they expect other 3D fighters to 
have equally intense moves, and Zero 
Divide does- 
n’t deliver 


er. Groovy stuff. 


The verdict: While its characters are 
much too goofy-lookin’ to inspire 
Sonya-like obsessions among PS 
gamers, Zero Divide’s solid gameplay 
and uncanny background graphics 
put it right up there with Tekken and 
Toshinden, as a first-rate SD fight- 


enough of them. 
Zero Divide’s graphics are prettier 
than a busload of supermodels; each robo 
is remarkably detailed, and coated with 
texture-mapped goodness. Tekken-ish puffs 
of smoke erupt from the robots when 
they’re hit, and in one of the game’s bes 
effects, a losing robot slowly disintegrates, 
as his “atoms” shoot upward. Best of all, 
are the movement-filled backgrounds, mosi 
of which are easily more gorgeous than 
the polygon backgrounds in Toshinden. 
The sound effects and music aren’t as good 
— І was praising Allah that you can turn 
off the hugely annoying comments from 
he game's “Dd,” as the game calls him. 
(The characters don’t mouth off during 
he fights, seemingly content to beat the 
crap out of each other in silence.) 
The verdict: While its characters are 
much too goofy-lookin’ to inspire Sonya- 
like obsessions among PS gamers, Zero 
Divide’s solid gameplay and uncanny back- 
ground graphics put it right up there with 
Tekken and Toshinden, as a first-rate 3D 
fighter. Groovy stuff. 


Z. Meston 


Almost everyone who plays video games 
has their one or two favorite titles they keep 
going back to, time after time. For me, it’s 
always been Road Rash. To say that I am an 
avid fan of this game is a serious under- 
statement, as I have played and actually beat- 
en almost every version, from the very first 
Genesis title, to the huge, technological leap 
of the 300 version. So, with this in mind, you 
can understand my enthusiasm when I heard 
Electronic Arts was bringing this game over 
onto the PlayStation. Now, I realize there are 
those of you who might already own a $00 
and the 300 version of Road Rash; if so, this 
game might not offer you anything new. I will 
leave it entirely up to you to decide if that 
should affect your purchasing decision. The 
rating score I have given Road Rash, repre- 
sented below, is indicative of how good of a 
game it is, without taking into account that it 
is virtually unchanged from the 3DO ver- 
sion (more on that later). 

To bring the few of you up to speed, who 
have never had the pleasure of partaking in 
a game of Road Rash, allow me to fill you 
in. You and 14 other bikers hit the pavement 
to compete in an all out race across Northern 
California. From the city streets of San 


Francisco to the twists and turns of Pacific 
Coast Highway, the only goal is to finish some- 
where in the top three places, at any cost, 
in order to qualify for the next race, For every 
race you win, there is prize money to be had, 
which ultimately allows you to purchase and 
upgrade to better bikes. The key to the game 
is the combat element, where you must lit- 
erally club, punch and kick your way to the 
front of the pack, perhaps causing a few of 
your fellow riders to use the asphalt as a hard- 
core loofah pad - hence the title, Road Rash. 

What truly makes this game so fun and 
exciting to play, is the adrenaline rush you 
get as you're ripping through congested urban 
Streets at speeds topping 150 mph, all the 
while attempting to knock your opponents off 
their bikes or into oncoming traffic - some- 
times while in mid-air. There are all sorts of 
roadside objects to interact with, including fall- 
en opponents and their bikes, resulting in some 
pretty insane jumps and accidents. No two 
races are ever alike and chances are, you'll 
see or encounter something new every time. 

The graphics in this version are crisp, 
clean, colorful and scale by smoothly. The 
music during the full motion video sequences 
and option screens are from some of A&M’s 
hottest alternative bands, including: 


Soundgarden, Hammerbox, Therapy, Paw, 
Monster Magnet and Swervedriver, Although 
during the actual game, there is standard PCM 
music. I wonder why ЕА didn’t include the 
option to hear the CD music during gameplay, 
as in the Sega 
CD version? 
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І you're wondering what the main dif- 
ferences are, between the PlayStation and the 
300 versions, there aren’t that many. The 
graphics are definitely sharper, more color- 
ful and scale by smoother, and the fog effect 
the 300 employs to reduce pop-up isn’t 
required. There are also new sound effects 
added or improved on, such as the sounds 
of the cycles’ motors and your bike now makes 
a crunching sound when it lands after a jump; 
but that’s really about it. The only thing I wish 
EA would have added or included was a two- 
player split screen option or the ability to 
employ the link-up feature, allowing players 
to go head-to-head. Maybe next year. 

So, I'm giving Road Rash a 93% based on. 
the game itself, not on comparison to the $00 
version (please no hate mail from all you die- 
hard 5р0 owners). The game is comfortably 
at home on the PlayStation hardware and is 
a freakin’ blast to play. I would highly rec- 
ommend this game to just about every gamer 
out there and it still reigns as one of my num- 
ber one favorite games of all-time. 


Tm giving Road Rash a 93% based on the game 
itself, not on comparison to the 3р0 version (please 
no hate mail from all you die-hard 3D0 owners). 
The game is comfortably at home on the 
PlayStation hardware and is a freakin’ blast to 
play. I would highly recommend this game to just 
about every gamer out there and it still reigns as 
one of my number one favorite games of all-time. |— 


After having now reviewed the 32X, 
500, PC, and PlayStation versions of 
“Primal Rage”, for various publications, 
I can safely say that if I ever see this 
game ever again, I’m going to throw up. 
For those of you with less easily triggered 
gag reflexes, however, the PS version 
of this ever-popular beat-’em-up is the 
keenest of them all. 

If you somehow missed the coin-op 
version, the multitude of ads, the preview 
in the December ‘95 issue, AND my other 
three reviews—which I’m hoping you did, 
since I’m going to shamelessly crib from 
them—Primal Rage is a fighting game 
with a prehistoric cast of characters. Atari 
Games eschewed (ooh, big word) the use 
of hand-drawn graphics, instead bring- 
ing the monsters to life with the magic 
of stop-motion animation, as seen in Ray 
Harryhausen movies and those goofy-ass 
Mr. Bill segments on the old Saturday 
Night Live. 

There’s a brief prologue animation 
showing the Earth being smashed by a 
meteor and regressing to a, primitive state; 
but, it’s just a silly setup for the action 
to follow. There are seven creatures from 


which to choose: five dinosaurs and two 
apes of varying size, speed, ferociousness, 
and body odor. (Just kidding about the 
ferociousness.) Hach monster has an 
array of punches, kicks and special moves, 
along with several fatalities—some blood- 
ier than a slasher flick, others just plain 
silly. There are even some neat-o secrets, 
such as the volleyball game where а help- 
less caveman is the ball or the background 
where you can make cows rain from the 
sky. 

The programmers at Time Warner 
took the most recent version of the pro- 
gram code (version 9.5, for those of you 
scoring at home) and ported it directly 
to the PlayStation, changing not a bit of 
the gameplay and adding several new fea- 
tures for home consumption. There’s the 
Tug-of-War mode, where the combatants 
share a single life bar and have to pull 
the bar completely over to their side of 
the screen. Then there’s the Endurance 
Mode, which works like so: each player 
chooses four monsters, and as each mon- 
ster is beaten, the next takes it place, 
until one player has lost all four dinos 
(and the match). You can even tweak the 
difficulty level to one of a whopping 16 
settings and toggle the gore on and off. 
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Graphically, Primal Rage is almost 
identical to the coin-op. A few frames 
of animation have been removed from 
each dino; but, the PlayStation’s creatures 
are hella big (these kids and their wacky 
lingo), when 
compared to 


want. 


The Bottom Line... 


The verdict: Primal Rage is a brilliant ビ 

conversion of a coin-op with decent | 
gameplay and a great visual hook. If 
you enjoyed the arcade version, or have 
a bizarre medical condition that requires 
you to play 2D fighting games to sur- 
vive, Primal Rage is exactly whatcha 
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previous versions, each one taking up 
almost half of the screen. Time Warner 
has also kindly added a smattering of 
gratuitous full-motion video. The rockin’ 
tribal music provides excellent aural stim- 
ulation and the sound effects are iden- 
tical to the coin-op’s screams, roars, rectal 
explosions, and other noises. 

The verdict: Primal Rage is a brilliant 
conversion of a coin-op with decent game- 
play and a great visual hook. If you 
enjoyed the arcade version, or have a 
bizarre medical condition that requires 
you to play 2D fighting games to survive, 
Primal Rage is exactly whatcha want. 


Z. Meston 


It wasn’t but a few months ago that 
I played the original IBM PC incarnation 
of Cyberia, a game that I remember strong- 
ly for two reasons. First, the game’s pro- 
tagonist was named Zak, so all of the 
characters were addressing me by name— 
a rather pleasant experience. More sig- 
nificantly, Cyberia started out as a 
shooter/puzzle game, suddenly became a 
full-motion-video shooter, then went back 
to being a shooter/puzzler for the last half 
of the game—a neat combination of game- 
play. 

Cyberia is set in the year 2027, where 
the Harth is being run by the nobly named 
Free World Alliance. Zak is a criminal hack- 
er about to be executed for espionage when. 
he’s yanked out of jail by William Devlin, 
prez and CEO of the Alliance, and sent 
on a covert mission to infiltrate the mys- 
terious Cyberia Complex. 

At the start of the game, Cyberia lets 
you select one of three difficulty levels for 
the arcade sequences and the puzzles. (You 
can’t set them both to the easiest level, 
though.) The arcade difficulty makes it 
easier or harder to hit targets in the FMV 
shooting scenes, while the puzzle diffi- 


culty makes them easier or harder to 
solve—and the solutions are different for 
each level. 

During the shooting/puzzle sequences, 
Cyberia uses a movement system which 
it calls “nodal.” At each node—a point 
where you can change direction ог рег- 
form an action—Zak can rotate around or 
walk forward to another node. In other 
words, Zak is strictly limited to the paths 
that the game thinks are important. That’s 
a major drag when compared to the free 
movement of many PS games, for exam- 
ple: Capcom’s upcoming action/adventure 
Resident Evil (which kicks an enormous 
amount of booty; but I’m digressing). If 
Zak encounters someone, he can do what 
he person asks (no choice of responses) 
or take the anti-social approach and put a 
bullet in his or her gut. 
To further examine his environment, 
and find clues to solve those puzzles, Zak 
has cybershades equipped with three func- 
ions: an infrared/thermal scan, an MRI 
scan and a “BioScan” that looks for organ- 
ic matter. The puzzles, themselves, most- 
ly consist of punching buttons on keypads 
and keyboards—very high-tech, but also 
а little boring. 

As for the FMV shooting scenes, here’s 
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what you do: aim and shoot. The scenes 
are nicely varied as you fly over the ocean, 
through valleys and tunnels and into space 
for the game’s finale, but the gameplay 
remains dead simple throughout. Even the 

appearance of 

a few bosses 
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doesn't improve the action much. 

Cyberia's graphics and sound were 
fairly advanced on the PC, but they've been. 
converted directly to a machine that's capa- 
ble of much more, so they're inevitably 
disappointing. A lot of scenes are too dark 
and “muddy” on my TV and the full-motion 
video is downright lame compared to the 
crystal-clear FMV I’ve seen in other PS 
stuff. The sound effects are okay, but the 
voice acting is wooden, which makes sense 
when you notice that the lead “voice-over 
talent” is also Cyberia’s director, map 
painter and 2D animator. (I thought we 
were at the point in CD-ROM entertain- 
ment where we’d stopped using pro- 
grammers and their relatives to do 
voiceovers. Silly me!) 

The verdict: Cyberia is an intriguing 
mix of full-motion-video shooting and mod- 
erately challenging puzzles that’s let down 
by constraining gameplay, drab PC graph- 
ics, and a “quest” that only takes a day or 
two to complete. Decent fun while it lasts, 
anyway. (There’s a line destined NOT to 
be splashed on the packaging...) 


Z. Meston 


The verdict: Cyberia is an intriguing mix of 
full-motion-video shooting and moderate- 
ly challenging puzzles that’s let down by 
constraining gameplay, drab PC graphics, 
and a “quest” that only takes a day or two 
to complete. Decent fun while it lasts, any- 
way. (There’s a line destined NOT to be 
splashed on the packaging....) 
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More like Ridge Racer 1.5 than a true 
sequel, “Ridge Racer Revolution” offers the 
player one new track and a sprinkling of 
new options that weren’t found in the orig- 
inal. First, and foremost, is the addition of 
a link-up feature which allows you to go 
head-to-head with a buddy that was, notably, 
missing in the first. Then, there’s the addi- 
tion of a new rear view mirror displayed 
in the cockpit perspective that was in the 
coin-op, but also not in the home version. 
RRR also offers new cars as well as some 
new music tracks and remixed versions of 
the originals. As far as the new track goes, 
it’s still basically the same principal; you 
race on one track, but each time you come 
in first, you are given a new extension that 
was previously unavailable. And, just as 
the original, when you’ve raced them all 
forwards, you have to re-race them back- 
wards. The track itself is quite a bit more 
varied in terrain and is definitely longer 
on the higher levels. The graphic locale is 
beautifully rendered and ranges from 
grassy mountains to tropical beaches, as 
well as a quick drive through a downtown 
metropolitan area. Of course, the game 
retains that amazing quality found in the 
first and is just darn fun to play. As of this 
date, there are no announced plans for an 
American release. 


foundation for today’s burgeoning gaming indus- 
try. The two really cool things about this compi- 
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Retro-gaming has become quite the trend lately, 
spanning from various compilations available for 
the PC to the current, new 98bit platforms. It 
seems that any game company who has been pro- 
ducing titles long enough, will try to cash in on 
our longing for days gone by. Continuing along 
these lines, comes *Namoo's Arcade Classics”, 
their just released first volume in a series of arcade 
classics emulated exclusively for the PlayStation. 
This first volume combines seven of Namco’s orig- 
inal coin-op titles, dating back to the early eight- 
ies, on one CD. These long lost treasures include: 
Pac-Man, Pole Position, Galaga, Rally-X, New Rally- 
X, Bosconian, and Toypop and still retain much 
of the original fun and addictiveness that laid the 


lation are: 1) All of the games are emulated, 
meaning they are the original games - not repro- 
grammed, complete with setup modes and dip- 
switches; and 2) They are presented in a 
first-person, 3D museum, where you can actual- 
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ly walk around and learn about the history of 
each game as well as see all of the parapherna- 
lia that was created as a result. As of the close 
of this issue, Namco had not confirmed if and 
when this compilation will show up on our shores. 
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Fans of wrestling and 5D Polygon fight- 
ers have real reason to rejoice as Tomy 
of Japan has just released a remark- 
able 3D wrestler titled, “New Japan 
Pro Wrestling - Touken Retsuden”. 
Without a doubt, this is the slickest and 
most impressive wrestling game devel- 
oped to date, easily displaying some of 
the smoothest, realistic animation we’ve 
ever seen. Touken Retsuden showcas- 
es 12 actual wrestlers from Japan 
Gneluding that goofy, masked red guy 
you always see on channel 22) and 
each one has their own set of unique 
moves and finishing techniques that 
they apply in real life. As in most 3D 
games, each of the wrestlers are com- 
prised of hundreds of shaded polygons 
and are animated with the use of 
motion-capture technology. What’s real- 
ly cool, is the game controls as good 
as it looks and it’s a breeze to throw 
your opponent against the ropes, 
bounce him back towards you and then 
give him the ‘ol clothesline to the throat 
(real good fun!). New Japan Pro 
Wrestling is currently available exclu- 
sively in Japan and there are no 
announced plans for a U.S. release. 
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Originally an obscure Irem coin-op, “In The 
Hunt”, has been converted by XING enter- 
tainment for release on the PlayStation. 
What we have here, is your submarine- 
themed, two-dimensional, basic side-scrolling 
type of shooter that was so popular on the 
Sega Genesis and Super Nintendo, way back 
when, but couldn’t be translated perfectly 
until the advent of 32bit technology. In The 
Hunt sports amazing detail, long levels that 
are extremely challenging, tons of special 
weapons and power-ups that shoot above 
and below the water, two-player simulta- 
neous play, huge bosses that fill up the 
screen, interactive backgrounds that explode, 


shatter and crumble, crystal-clear redbook 
audio and no graphic break-up, slowdown, 
or flicker to be found whatsoever. Although 
this game sports remarkable detail and 
beautiful graphics, it offers nothing new in 
terms of gameplay and doesn’t come close 
or stand up to some of today’s more 
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advanced, 3D shooters. The other area, In 
The Hunt is lacking, is its length. The game 
is six levels short and can be easily beaten 
in one sitting ... another title that probably 
Won't see the light of day on these shores. 
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